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The setting for the opening keynote address was planned to be striking even for a 
cutting-edge conference on educational technology. With the affordances of the NUCB 
Graduate School facilities and support of conference organizers, the event was a first for 
Japan to achieve three-dimensional hybrid reality. 
 
With large twin screens, a PC was set up to project the PowerPoint presentation onto 
one screen. A Mac was set up to project the 3D virtual world Second Life onto the other 
screen. Through discussion lists the event had been announced, and several 
participants in other countries attended the virtual venue, an open-air seminar room, as 
it were, in a space in Second Life named EduNation. 
 
A separate audioconferencing technology Ventrilo had worked two-way the previous day 
between Nagoya and Barcelona, but participants abroad would have needed the same 
prior configuration. Thus the sound exchanged internationally during the keynote was 
mostly that of automated announcements through the room speakers that nonetheless 
complimented the visual element by seeming to herald another world intruding upon this 
one. 




The PowerPoint presentation had been imported into Second Life as so-called textures 
that could be played by the presenter on what appeared to be a drive-in theater screen. 
During the keynote the presenter was logged into the 3D environment with his avatar 
present in the virtual seminar room, interacting with participants there such as by bowing 
and through text chat while operating the presentation slides both in virtual reality and 
embodied reality on the two screens. Since one needed to press a key to 
audioconference with those abroad, the presenter could have benefited from another 
arm or two, while not forgetting the presentation itself and the conference room audience 
present physically at the same time. It was a vigorous exercise in stretching the limits of 
what is possible with current technologies. 
 
The colorful PowerPoint slides seemed static in comparison with the same slides in the 
3D virtual world where the presenter and others could interact with the slides, even by 
flying around to achieve dynamic perspectives and vistas. Adding to the 
multidimensionality, videos and photos were taken of the presentation both in the 
conference room and within Second Life, turned into YouTube videos and so forth. For 
links to various media see the conference Website and the Presentations section of the 
author's online library <http://waoe.org/steve/epublist.html>. 
 
2. Organization of the Presentation 
 
Each slide or the first in a series of slides had a left-hand column of the conceptual 
organization as follows, but in color: Web 2.0 (Concepts, Research, Publications, 
Networking); e-Learning 2.0 (Podcasting, Online Video, 3D VLEs); CALL 2.0 (Example 
Courses, Coursecasting, Lab activities); Mobile 2.0 (MALL 2.0); and Learning 2.0. In the 




above, ‘3D VLEs’ refer to Second Life and other 3D worlds utilized as virtual learning 
environments. ‘Example courses’ refer to cases where the author used these 
technologies in semester courses, supplementing a regular classroom course by 
podcasting the lectures of the course (’Coursecasting’) and a course held in a computer 
lab utilizing Web 2.0 technologies (’Lab activities’). Regarding new iterations such as 
‘MALL 2.0,’ where Mobile-Assisted Language Learning itself is in its infancy, the aim is 
merely to point out new directions for research and to anticipate that learning itself may 
change (’Learning 2.0’) with new departures in technology, provided there is fertile 
ground in institutions for constructivist approaches or a sort of Pedagogy 2.0 reflecting 
some of the characteristics of Web 2.0 discussed below. The titles listed above were 
highlighted with the same color as the slide title for each slide that started a new theme, 
to help the audience follow the technologies thematically. 
 
3. Online Movie Profile 
 
This video played in the PowerPoint presentation to kick off the keynote in lieu of a self- 
introduction. A representative Web 2.0 service, India-based Toufee.com offers online 
Flash movie making, free and hosted in their servers. The author's background photo of 
a koala and text were put together in a sort of template with animations and atmospheric 
music available from Toufee. Whatever one's technical proficiency, such ease of making 
an attractive movie is appreciated and important. The contents also start to illustrate a 
distinction the author makes between the notions of movie and video. This profile 
contained no video per se in it though it could have, so it is termed an online movie by 
this author. Then a video of the computer screen was actually taken because, although 
the movie could be embedded in a blog entry by copy- and-pasting its code, the movie is 




hosted at Toufee and not downloadable as a video file. Aside from that workaround, it is 
free, easy enough, and shareable: a formula for popularization of technologies. 
 
4. Salience for L2 Education 
 
Among the virtues attributed abundantly in the blogosphere to Web 2.0 technologies, 
many are salient for L2 education, but particularly considering when students function in 
a foreign language and teachers are not digital natives, the importance cannot be 
overemphasized of technologies being free, easy to use, and meant to be shared. Web 
2.0 technologies that are free of charge, free to choose, and free to change provide for 
all sorts of flexibility in tailoring to circumstances, mixing and matching of technologies, 
and rapid adjustments. Web 2.0 technologies that are easy to start, typically with a user 
name and password, easy to motivate, with attractive online multimedia as shown in this 
presentation, and easy for learning, because activities are similar to what students do for 
enjoyment, start to break down the affective barriers and artificial relationships that have 
been endemic in formal education. Shared contents give students an audience for 
authentic communication and make them part of the L2 target community as content 
creators, which is motivating as they develop a bilingual identity. Technologies are also 
analogous to foreign languages with user communities congregating according to i+1 or 
comprehensible target technologies. While institutions are torn by concerns for privacy 
and proprietary VLEs, students benefit from the flavor or actual experience of virtual 
society where new relationships are made or existing peer relationships are enhanced 
by technology. The various communities afforded by Web 2.0 technologies are user- 
driven and user-negotiated environments, relationships and even realities, as the future 
direction of successful sites tends to be determined by the quantity and quality of human 




experiences under their rubric. Alm (2006) discusses Web 2.0 in terms of autonomy, 
competence, relatedness, motivation and agency (after Warschauer, 2000). This wide- 
ranging presentation had to assume some background knowledge and refer to previous 
publications for further details. The reprint of a journal paper that served as a handout 
for this keynote has since become available, linked from the author's site noted herein. It 
is entitled ‘Window into the Classroom: Podcasting an English for Professional Purposes 
course.’ 
 
At a Tokyo think tank the author was challenged in Japanese that not much is heard 
about e-Learning these days. The Ministry of Education is trying to control a 
phenomenon that its officials do not fully understand, such as how distance education 
technologies could serve their own needs, for example in merging former national 
universities. But above all the answer may be that scholars now tend to just talk about 
learning. With Web 1.0 technologies including hypertextuality, learning in turn changed, 
but scholars have barely begun to examine what might constitute Learning 2.0. With 
new technologies outpacing pedagogies, theorization and assessment of learning, 
pioneer work such as in video or 3D leaves in its wake much future research. 
 
5. Web 2.0 Ideas for Research and Publications 
 
Among basic sites to be recommended are registering for free accounts with Flickr photo 
sharing, Del.icio.us social bookmarking, Odeo podcasting and audio hosting, and 
Google Docs & Spreadsheets. These can readily become research tools, and the 
presenter sees everyday investigations, research and publications not as distinct 
activities but stages in a cycle where one can be at more than one stage at any time. 




Specific suggestions follow: make a Flickr set for research screen shots aside from 
personal photos and make direct links to that set. 
 
In publishing a paper where space is limited, hybridize the article with Del.icio.us and 
Flickr. In your Del.icio.us site apply the same (very) unique metadata tag to all the online 
references cited in the paper (and perhaps more related online articles) for the reader to 
click on the tag to read them all listed together. Any number of other descriptive tags can 
also be added to each article. Use Flickr for the reader to view related screen shots, 
such as of password-protected virtual learning environments, which can be viewed as a 
slide show. The URLs for the Del.icio.us and Flickr sets can be provided to the reader in 
the paper, while tags are also searchable through Del.icio.us and Flickr homepages, 
Technorati blog search or other search engines such as Google. 
 
Odeo offers a voice message service whereby anyone can plug a microphone into their 
computer and ‘Send me a Message.’ It could be used to receive spoken homework or to 
otherwise analyze L2 speech samples. 
 
The Google Docs & Spreadsheets free version has some intriguing possible uses. It can 
automatically convert e-mail attachments to HTML files, export files in PDF format, or 
turn word-processed documents with images into public Web pages. Others can be 
invited, so it can be used to collaborate on documents or Web pages, to gather students' 
papers or other documents by e-mail. It stores files, saves files every 10 seconds 
automatically, and makes Web page making easy. See the appendix URLs/Links after 
the References to access Websites cited in this presentation. 




6. Online Presentations 
 
First two representative types of online presentations are distinguished. One is 
asynchronous distance education learning objects or tutorials made for Internet delivery, 
sometimes called canned lectures. Another type is synchronous conference 
presentations, captured as images, sound and/or video, which are turned into 
asynchronous presentations. The latter type is more recent. There are already many 
possible ways to achieve online presentations. Some representative ways are: 
 
Screencasting, with a streaming server (e.g., Camtasia) or freeware (e.g., Camstudio) is 
possible, but capturing movement smoothly generates huge files. A workaround for 
tutorials is to shoot a video of the computer screen, describing each step orally. 
 
Shoot a video of a presentation, edit and upload it, but for full-length presentations the 
file size would exceed the limits of free hosting sites (e.g., YouTube). With freely hosted 
online sites the videos must be short, so presentations would have to be broken into 
segments. 
 
Capture multi-presenter events with audioconferencing or videoconferencing software 
(e.g. Skype, Horizon Wimba, Elluminate, or FlashMeeting). 
 
Combine a podcast of the talk, embedding an MP3 player (using, e.g., Odeo), together 
with a Flash player (using, e.g., Slideshare) for the presentation slides (e.g. PowerPoint), 
so the user can click to start the podcast and click through the slides at a suitable pace. 
An example of such as a blog entry was illustrated next in the keynote. Code 




automatically generated by Slideshare and Odeo was copied and pasted to stack 
embedded .ppt & podcast players in the blog entry atop http://waoe.blogspot.com 
 
But if, as has happened, Slideshare does not work correctly, one workaround is to export 
or turn the .ppt slides into .jpg graphics posted on a Web page in succession, so the 
user clicks to start the podcast and then scrolls down the Web page at a suitable pace. 
An example of this is at: http://waoe.org/president/presentations/JALT2006.html 
 
 
7. Podcasting and Coursecasting 
 
A barebones technical definition of podcasting is: 
 
 
[A] podcast is content such as a radio show that is recorded in the ubiquitous MP3 
format and … published on a web site for download … on a mobile device or a 
computer. Through the use of RSS (Really Simple Syndication), information about 
the web site and the podcasts … is provided in a lightweight XML format. The RSS 
files, or ‘feeds,’ can be harvested by content aggregators … such as iTunes, all of 
which can download ‘subscriptions’ either on demand or at predetermined intervals. 
(Rogers, 2005) 
 
Coursecasting is the podcasting of the lecture parts of whole courses for review by 
students and other purposes. While it is likely to become more prevalent in lecture style 
courses than in ELT, the value of listening again will be apparent particularly (but not 
only) when students are non-native users of the medium of instruction. 
In April 2004 Osaka Jogakuin College was first in the world to distribute iPods to all 
students, loaded with EFL listening files, allowing for a mobile infrastructure. Podcasting 




can also be applied to imaginative campus events, student performances, public 
lectures, interviews, presentations, campus news, alumni services, or sharing faculty 
expertise with the community beyond the institution (cf. McCarty, 2005; McCarty, 2006). 
 
8. Coursecasting Bilingual Education 
 
A screen shot shown in the keynote of the free podcasting blog was set up in Odeo, and 
it is subtitled ‘Window into the classroom’ to represent the author's perspective favoring 
openness. Clicking on the title of a podcast at the site opens another Web page with an 
MP3 player, an annotation describing the lecture, and sometimes an external link to 
download a course file. For more on coursecasting issues, student feedback, and 
benefits of podcasting for various stakeholders in an educational institution, cf. McCarty 
(2006) and McCarty (2007). 
 
9. Online Movies 
 
The video shown at this point in the keynote was taken under plum blossoms and meant 
to unambiguously demonstrate a video as distinct from the earlier one that was arguably 
more of a movie. As explained in this video, a better term for the genre may be ‘online 
movies,’ because particularly with Flash, movies are easy to make with still photos or 
animation, with or without video in the movies. 
 
Unlike typical Web 2.0 technologies or even podcasting, the process of making online 
movies by editing digital video is still not easy enough for the producing side to be 
popularized. For the above video even holding an aluminum foil panel below did not fully 
eliminate shadows. There are various technical challenges to master aside from 
considering what content necessitates video or is particularly suited to the online movie 




medium. To explore such issues, welcoming discussion and contribution of videos, the 
author established the YouTube Educational Group: http://www.youtube.com/group/ 
educational 
 
10. 3D Virtual Learning Environments 
 
3D, perhaps poised to become a basis for Web 3.0 browsing, can be used for virtual 
learning environments (VLEs) such as EduNation at Second Life, the venue for the 
hybrid reality dimension of this keynote. 3D VLEs, with both avatars and the 
environment designed by users, offer an imaginative and rich sensory experience for 
educators and learners to meet at a distance. The 3D VLE, by serving as an online 
dimension of this conference, opened the event in Japan to participants overseas. 
 
The Sony PS3 will have a similar program for 3D interaction (Musgrove, 2007), which 
could accelerate the popularization process. It is also expected to have built-in audio 
and video chat, which could be an advance over Second Life. 
 
3D software can also serve as yet another way to make online presentations, which was 
illustrated in the following slide. With 3B software users easily make a ‘village’ with a 
selected motif, where one's contents appear like posters on walls. 3B works in tandem 
with Firefox: click twice on a panel to browse its actual Website, then return to the 3D 
interface. Also, .ppt slides converted to .jpg files posted on the panels can make for 
online presentations that viewers can literally run through. 
 
 
11. Global Virtual Organizations 




Virtual academic organizations such as the WAOE (World Association for Online 
Education) show us that a division of labor is needed for a discipline to develop: no one 
person can play all the roles, thus such organizations exist for collaboration. The roles 
needing one or more volunteers include: visionaries, chroniclers, messengers, 
researchers, pedagogues, organizers, technologists, referees, and other participants. A 
significant example of a disinterested referee in the WAOE is the Cyber-Parliamentarian 
who rules on procedures and supervises online elections without ever running for office. 
Both reliable persons and realistic expectations are needed to foster sustainable 
projects. For more about one of the first global virtual organizations, cf. McCarty (2004); 
Bowskill et al. (2006). 
 
Ixchel observes that graduate students introduced to Second Life quickly wanted to write 
a Ph.D. thesis about it (n.d.), which follows a pattern observed in the online education 
field. After the pioneer work a large number of graduate students majored in related 
fields such as instructional design, doing much of the surveying legwork, for instance 
confirming no significant difference between f2f and online courses (due to the media of 
instruction. The differences must lie in pedagogical factors). As Ixchel (n.d.) mentions in 
passing, graduate students quickly gravitate to researching technologies promising for 
education, in this case the Second Life 3D environment. This can, in a division of labor, 
free professional educators for more visionary explorations. WAOE has been called a 
VLE and an open source learning organization (Bowskill et al., 2006); notice that ‘e- 
Learning’ becomes just ‘learning.’ 




Having members from all over the world is a constant reality check: does a certain 
educational technology work in developing countries, for instance, including culturally? 
The virtual organization exists to assign the roles in a division of labor, to share 
information and collaborate on scholarly projects. In an organization people can find 
their place, or a place can be found for them, e.g., people who participate mainly when 
offered promising opportunities. The virtual organization also gives educators and others 
a home base in cyberspace lest they just wander from site to site like ronin (masterless 
samurai). For the EFL/ESL field in a new era of online collaboration, the World 
Association for Online Education may provide a model of a global virtual organization, 
deliberately decentralized geographically yet united in aims. 
 
12. Computer Communication Course 
 
Activities in this actual class held in a computer lab partly utilized the WebCT LMS, 
mainly for its communication tools, functions including its asynchronous Discussion 
Board, its synchronous Chat rooms, and Student Homepages, which incorporated 
photos from their mobile phones, self-introductions, links, e.g., to sites they like for EFL 
study, and to their blogs. With the password protection the privacy and safely concerns 
that some parties may have are mollified. 
 
In WebCT chats students displayed elaborate smilies combining various orthographies 
available to Japanese computers, like an image of serving tea using Chinese characters. 
Having another faculty member participate from outside the lab also excites students 
and gives them an experience of distance education. 




Among Web 2.0 activities utilized online in class during the Fall 2006 semester, 
EnglishClub.com had been recommended for the range of its offerings in terms of social 
networking as well as independent language and culture study. Yackpack is a group 
voice discussion board, allowing for written outlines, that is, planned speech by foreign 
language students that is free of the pressure to respond immediately and irrevocably, 
since they can post voice messages again. My Pop Studio, intended for young women, 
allows students to design their own fashionable avatar, to mash-up music videos and 
reality TV shows with remarkable ease, similar to how drag and drop online video editing 
sites work, which gives them familiarity with technology they may use at a later stage. In 
other classes students listened to podcasts with earphones and watched curriculum- 
related online videos, e.g. ‘Witness’ for human rights activism, with students given 
choices among recommended podcasts and videos. 
 
The Witness organization encourages people to document human rights violations and 
provides training videos including digital video camera techniques. Some students noted 
the Witness videos in their personal blogs, which is a sign that online videos can be a 
compelling medium for educational content, with fuller dimensionality, cultural input and 
contextual clues than traditional classroom content. When the videos are not just talking 
heads but showing what they describe, authentic language becomes more 
comprehensible. Writing in English in their blogs was accepted as an alternative to 
WebCT self-introductory writing due to its authenticity and autonomy. 




13. Mobile Phones for Education 
 
The author and his students have enjoyed making mobile Internet sites since 2000. The 
tiny part of research in Japan on mobile phones that the author has been drawn into is 
introduced here. Engineering researchers in particular tend to collaborate if at all with 
foreigners who are literate in Japanese. Some potential uses of mobile phones are for 
public safety and educational information, including applications of geopositioning, and 
bar codes that open up an unexpected new interface between physical and online 
dimensions. 
 
Researchers in Japan are collaborating in engineering, cognitive science, and education 
to combine geopositioning (GPS) data from satellites with location-based information 
provided to mobile phones, which could be helpful, e.g., in sudden disasters when 
people are in unfamiliar places. Location-based services provide a business model, e.g., 
for revenues from tourist attractions, as well as a vehicle for educational public 
information. In a perfect example of ‘glocalization,’ global positioning enhances the local 
experience. To be anticipated or developed, among many educational applications, are 
ways for teachers to take attendance or input student performance information into 
databases by mobile phones or other online appliances by reading codes on credit card 
style student ID cards. 
 
14. Mobile Phone QR Codes 
 
The bar code reader, among the accessories on Japanese camera-enabled mobile 
phones, can be used to skip typing and translate into text or a link by pattern recognition. 
Since it is not digital, it provides a new interface for the user between any flat object and 




the Internet. Provided one has a mobile phone Internet site, the QR Codes can be on 
one’s meishi calling card, on greeting cards, or on labels in stores, e.g., to provide 
nutritional or geographical information on food. Various applications to education can be 
visualized. Winksite illustrates a free Mobile 2.0 technology. Its Web interface can make 
a mobile phone site accessible worldwide, automatically generating QR codes for Japan 
and codes used elsewhere. 
 
In one experiment, a QR code was e-mailed as a .jpg graphic from a computer to a 
mobile phone. The code thus displayed on the screen. Then the bar code reader of 
another mobile phone was focused on it, and the second mobile phone was clicked to 
access the site. The process was both wired and wireless, analog and digital, physical 
and online, suggesting trends to hybridization, convergence and multidimensional 
human-world-Internet interfaces. 
 
15. Trends to Role Division and Synthesis 
 
In conclusion, technologies have been emphasized that offer promising directions for 
practice and research, while the discussion of concepts has been similarly limited. Amid 
the plethora of new technologies, rapid change will be the norm. While integrated 
software packages like learning management systems may still be used for password 
protection of class discussions, chats and student homepages with photos, Web 2.0 
technologies will increasingly draw people out into the real virtual world of social 
networking and empowering yet easy-to-use technologies. A concept of 
multidimensionalization here means not only 3D environments like Second Life, but 
combining media to stretch the parameters of space, time and perception. This is not a 




mere abstraction but describes for instance how to involve people in other countries in a 
synchronous event or to turn a one-off event into asynchronous learning objects that 
continue the work of education. Again to illustrate, a video can be embedded in a movie 
that is embedded in a presentation that later becomes asynchronous as an online 
presentation. The presentation itself may be podcast, turned into a movie, and so forth 
ad infinitum, hence the notion of multidimensionalization. 
 
Trends to both hybridization and convergence are anticipated, manifesting as role 
division and synthesis. Hybridization is characterized by mixing and matching 
technologies or media, such as a hybrid journal article with paper and virtual versions or 
extended in cyberspace with hypertextuality. Another trend identified has been the 
convergence of offline and online, virtual and real, wired and wireless, Web and mobile, 
distance and f2f (face-to-face), synchronous and asynchronous, with a human-world- 
online multidimensional interface. 
 
By comparison with Web 2.0, Web 1.x for educational purposes was closed and 
controlled, characterized by virtual learning environments such as learning management 
systems. In Web 2.0, students deserve the same open social networks that educators 
insist on for themselves. For example, video-on-demand from a closed collection in the 
institution becomes online video by choice, content that emerges from the real world, 
vetted by educators and selected by students. For scholars, alternative forms of 
publishing should be recognized as publications that count, which reach a larger 
audience than paper publications restricted to the already fortunate. Examples have 
been offered in this keynote address that point to potential iterations in pedagogy and 




learning outcomes corresponding to new generations of Internet affordances that at the 
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Toufee Flash movie making: <http://www.toufee.com/> 
Flickr photo sharing: <http://www.flickr.com/> 
Del.icio.us social bookmarking: <http://del.icio.us/> 
Odeo podcasting and other audio: <http://www.odeo.com/> 
 
Google Docs & Spreadsheets (formerly Writely): <http://docs.google.com/> 













Horizon Wimba: <http://www.horizonwimba.com/> 
FlashMeeting: <http://flashmeeting.open.ac.uk/> 
Second Life: <http://www.secondlife.com> 
Edunation: <http://www.theconsultants-e.com/edunation> 
3B: <http://3b.net> 
World Association for Online Education: <http://waoe.org/> 
EnglishClub.com: <http://www.englishclub.com/> 
Yackpack: <http://www.yackpack.net/> 











YouTube Educational Group  
Japanese-English blog: <http://commune.wilmina.ac.jp/weblog/waoe> 
Japancasting (podcasts)  
Online library of publications: <https://www.waoe.org/steve/epublist.html> 
